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Archetype— Incursion
Something is trying to claw its way into the city. Maybe it’s a crime family grab-
bing new territory, a cult after membership and influence, or an otherworldly 
power searching for new things to feed upon.

Either way, the incursion wants something, and it needs to build a presence in the 
city to get it. Your reporters are about to get in the way.

Find out
What does the incursion want? Where 
does it come from? How does it shape its 
environment to fit its needs? What ser-
vants does it send forth to do its bidding?

signs and Portents
Supernatural incursions will often show 
their influence in direct changes to the 
world. Expect strange lights or sounds, 
blighted landscapes, gateways to other 
realms.

Incursions involving gangsters, cults, 
and powerful plutocrats might reveal 
themselves through people’s behavior:  
neighborhoods changing, shops being 
shuttered, families fearful or forced out.

Historic Parallels
The KKK, literally an evil cult, drastically 
increased activity in this era.

The Red Scare, when authorities feared 
political dissent would lead to revolution.

Notes & Progression
Incursions should start small and get more 
severe as time progresses. During publica-
tion, they provide many opportunities to 
reshape the city’s political, magical, and 
physical landscape.

Incursions spread over multiple issues 
have more time for subtle moves and 
boundary testing. 

When reusing an incursion from one of 
your back issues, have it come back much 
bigger than before.

turning Points

◊ Proof that the incursion is happening.

◊ Identify which/why areas are targeted.

◊ Reveal the source of the incursion.

◊ The incursion spreads.

◊ Discover the goals which drive it.

◊ Learn why it must be stopped.

Complications

◊ It has an unexpected ally.

◊ What we took as side-effects were the 
plan all along.

◊ It seeks to destroy, not to exploit.

◊ Factions within the incursion are 
working at cross purposes.

◊ Knowing about it gives it strength.

◊ It is harming itself as well as the city. 

Possible outcomes

◊ It is halted, authorities are on the case.

◊ It digs in, becoming a permanent fixture 
of the city.

◊ It is convinced, by appeasement or 
action, to leave us alone.

◊ It was never a threat to begin with.

◊ It can only be stopped from the inside.

◊ It makes a desperate, all-out attack.
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The Ruins of Dreamland
Shortest-lived and most spectacular of Coney Island’s three parks, Dreamland 
died in a fire on May 27th, 1911. The great lagoon boiled dry, the grand ball-
room burned to ash, and only twisted metal hunks remain of its roller-coasters.

The fire is said to have sparked during renovation of “Hell Gate”, a boat ride 
through a realm of subterranean horrors. Miraculously nobody died; even the 60 
premature infants on display in incubators were rescued by their nurses.

Eleven years later, a new story breaks...

Fact & Hearsay Risks & Trouble

Free Coney Island trip for orphans may be canceled.  
Someone doesn’t want kids at Coney Island.

Advertiser loss, political threats; 
office vandalized

City plans to buy the ruined land for $1.2M.  
Possibly more than the park was worth.

Watchers, followers, threats; 
physical violence

Mediums are hearing panicked, animalistic noises.  
Occurrences are growing in power and frequency.

Animal prints, burnt smell; 
fiery ghosts of circus animals

Firefighters are called out to non-existent blazes.  
It has to be a prank; only kids report them.

Popcorn smell, floating sparks;  
rooms catch fire, then buildings

Brooklyn’s had a lot more fires than usual this year. 
There’s a pattern involved, but no proof of arson.

Ash drifts, unnerving presence; 
something terrible is here.

The remaining parks are having their best year yet. 
There’s a strange excitement driving the craze.

Flickering images, carnival music; 
it is coming for them.

source details
When players Find a Source, add one of these details or make your own as appropriate.

THE FIRE: Connected to the fire some-
how: saw it, set it, fought it, hurt by it.

EX-EMPLOYEE: Used to work at Dream-
land in some capacity.

PROFITEER: Making money somehow; 
selling the ruins, hiding a business in them.

THERE THAT DAY: They were there; 
that day still affects them.

DODGING BLAME: They don’t want 
this situation to damage their reputation.

TOO CURIOUS: Very, very interested in 
this story, for reasons unknown.

story ingredients
Adapt and use one or more of the following to make life interesting for reporters.
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